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1. 

HORSE RACE GAMING MACHINE 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

This application is based upon and claims a priority from 
the U.S. Provisional Patent Application No. 61/035,917 filed 
on Mar. 12, 2008, the entire contents of which are incorpo 
rated herein by reference. 

BACKGROUND 

1. Field of the Invention 
The present invention relates to a horse race gaming 

machine for executing racing games. 
2. Description of Related Art 
Conventionally, as one of gaming machines, there has been 

a horse race gaming machine for executing racing games, as 
described in U.S. Pat. No. 4,874,177 or U.S. Pat. No. 4,199, 
147, etc. 

In this respect, a horse race gaming machine installed in 
casinos is often a type of machine at which many players can 
play together. A horse race gaming machine of this type 
resembles a table game in respect of its capacity to allow a 
number of players to play simultaneously. 

Accordingly, it would contribute very much to the man 
agement of casinos if a plurality of horse race gaming 
machines each having different denomination can be 
installed, as well as the table installed in casinos. 

Yet, a horse race gaming machine is far more expensive 
than a table used for games. In addition, a horse race gaming 
machine takes a large space for installation or wiring. Accord 
ingly, it is not easy to increase the number of horse race 
gaming machines, in contrast to tables used for games. 

SUMMARY 

The present invention is made in light of the above, and it 
is an object of the present invention to provide a novel, 
unprecedented horse race gaming machine by allowing play 
ers to play with different denominations. 

To achieve the object of the present invention, there is 
provided a horse race gaming machine comprising: a plural 
ity of racing games constituting a horse racing game; a plu 
rality of stations each provided with: a specifying device with 
which a player specifies abet amount for any of a plurality of 
racehorses which are run in a current racing game in a 
denomination condition of a first minimum unit; and an input 
device with which a player inputs information used for pro 
gressing the horse racing game; and a processor which is 
programmed, for progressing the horse racing game by con 
trolling the plurality of stations, to execute processes of: (1) 
determining whether or not a player has become an owner of 
any one of the racehorses based on an input made by the 
player using the input device; and (2) changing, in the station 
at which the player who is determined to have become an 
owner of any one of the racehorses is playing, a denomination 
used at the specifying device from the first minimum unit to a 
second minimum unit which is larger than the first minimum 
unit. 

Furthermore, according to another aspect of the present 
invention, there is provided a horse race gaming machine 
comprising: a plurality of racing games constituting a horse 
racing game; a plurality of stations each provided with: a 
specifying device with which a player specifies a bet amount 
for any of a plurality of racehorses which are run in a current 
racing game in a denomination condition of a first minimum 
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2 
unit; an input device with which a player inputs information 
used for progressing the horse racing game; and a reader into 
which an IC card storing horse owner information related to 
an owner of the racehorse is inserted; and a processor which 
is programmed, for progressing the horse racing game by 
controlling the plurality of stations, to execute, in the station 
where the IC card has been inserted into the reader, processes 
of: (1) making the reader read out the horse owner informa 
tion in the IC card; (2) determining whether or not a player 
who is playing at the station has become an owner of any one 
of the racehorses based on the horse owner information which 
is read out; and (3) changing a denomination used at the 
specifying device from the first minimum unit to a second 
minimum unit larger than the first minimum unit if the player 
who is playing at the station is determined to have become an 
owner of any one of the racehorses. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 is a view showing characteristics of a horse race 
gaming machine of one embodiment of the present invention 
and a flow chart diagram showing one example of game 
operations in the horse race gaming machine; 

FIG. 2 is a perspective view of the horse race gaming 
machine; 

FIG. 3 is a perspective view of a station; 
FIG. 4 is a block diagram of a racing game unit; 
FIG. 5 is a block diagram of the station; 
FIG. 6 is a front view showing one example of a regular 

BET image displayed on a Sub monitor, 
FIG. 7 is a front view showing one example of the regular 

BET image displayed on the sub monitor; 
FIG. 8 is a front view showing one example of a high BET 

image displayed on the Sub monitor, 
FIG. 9 is a front view showing one example of an owner 

image displayed on the Sub monitor, 
FIG. 10 is a front view showing one example of the owner 

image displayed on the Sub monitor, 
FIG. 11 is a front view showing one example of an entry 

possible race image displayed on the Sub monitor; 
FIG. 12 is a front view showing one example of the entry 

possible race image displayed on the Sub monitor; 
FIG. 13 is a view showing one example of a data table: 
FIG. 14 is a view showing one example of a data table: 
FIG. 15 is a view showing one example of horse owner 

information; 
FIG. 16 is a view showing one example of a data table: 
FIG. 17 is a flow chart diagram showing one example of 

game operations in the horse race gaming machine; 
FIG. 18 is a flow chart diagram showing one example of an 

owner process; and 
FIG. 19 is a flow chart diagram showing one example of an 

entry process. 

DETAILED DESCRIPTION 

1. Characteristics of a Horse Race Gaming Machine 

In the following, a description is made on embodiments of 
the present invention with reference to drawings. 

FIG. 2 is a perspective view of a horse race gaming 
machine 1 that is one embodiment of the present invention. As 
shown in FIG. 2, the horse race gaming machine 1 of this 
embodiment has a main monitor 21 and a plurality of stations 
101. The main monitor 21 displays images of a horse racing 
game. Players being seated at the respective stations 101 can 
respectively participate in this horse racing game. The players 
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being seated at the respective stations 101 participate in this 
horse racing game by forecasting a result of each racing game 
of the horse racing game and performing BET operations. 
Namely, a horse racing game is constituted of a number of 
racing games that are intermittently executed in a sequential 
manner. FIG. 3 is a perspective view of the station 101. A sub 
monitor 113 or a touch panel 114 that each station 101 is 
provided with is used to perform BET operations. 

In this respect, in the horse race gaming machine 1 of this 
embodiment, betting on racing game result can be performed 
before or during the racing game. 

FIG. 1 is a view showing characteristics of the horse race 
gaming machine 1 of this embodiment and a flow chart dia 
gram showing one example of game operations in the horse 
race gaming machine 1. In the horse race gaming machine 1 
of this embodiment, when a regular denomination process of 
S201 is executed, a regular BET image for a player to perform 
BET operations to a racing game is displayed on a Sub moni 
tor 113 of a station 101 (refer to FIG. 6 below and FIG. 7 
below). In the meantime, when a high denomination process 
of S208 is executed, a high BET image is displayed instead of 
the regular BET image (refer to FIG. 7 below) on the sub 
monitor 113 of the station 101 (refer to FIG. 8 below). “2 is 
the minimum bet amount which can be specified in the high 
BET image (refer to FIG. 8 below). Alternatively, “1” is the 
minimum bet amount which can be specified in the regular 
BET image (refer to FIG. 6 below and FIG. 7 below). In other 
words, the denomination of the high BET image (refer to FIG. 
8 below) is twice the denomination of the regular BET image 
(refer to FIG. 6 below and FIG. 7 below). 

However, the following condition should be satisfied in 
order to have the high denomination process of S208 
executed. 

(1) The player has become an owner of any racehorse 
(S202: YES or S204: YES). 

2. Appearance of a Horse Race Gaming Machine 

As shown in FIG. 2, the horse race gaming machine 1 of 
this embodiment has the main monitor 21, speakers 22, a 
display device 23, the plurality of stations 101, etc. The main 
monitor 21 displays images of a horse racing game, etc. The 
speakers 22 output Sound of a horse racing game, etc. The 
display device 23 displays information about games in gen 
eral. 
As shown in FIG. 3, in each station 101, a cabinet 111 is 

provided with a chair 112, the sub monitor 113, the touch 
panel 114, a bill identifying device 115, a ticket printer 116, 
an IC card issuing device 117, a reader/writer 118, etc. A 
player sits on the chair 112. The sub monitor 113 displays 
BET images described later, etc. The touch panel 114 is 
provided on the screen of the sub monitor 113. When the 
player performs the BET operations utilizing the regular BET 
image described later or the high BET image described later 
or the player performs specific operations utilizing an owner 
image described later or an entry-possible race image 
described later, the touch panel 114 is used. 
The bill identifying device 115 not only identifies whether 

or not a bill is appropriate but also receives legitimate bills 
into the cabinet 111. Then, bills inserted into the cabinet 111 
are converted into the number of coins, and the credit amount 
that corresponds to the converted number of coins is added as 
the player's own credit amount. The bill identifying device 
115 is also configured to be capable of reading bar coded 
tickets described later. 

The ticket printer 116 is a printer that prints on a ticket a bar 
code representative of coded data Such as a player's own 
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4 
credit amount, date, identification number of the station 101, 
etc. and outputs it as a bar coded ticket. A player can have the 
outputted bar coded ticket read by other station 101 and play 
at this other station 101, or use it for any procedure in prede 
termined places in a game arcade. 
The IC card issuing device 117 is a device that issues an IC 

card 119 (refer to FIG. 5 below) on which horse owner infor 
mation 501 (refer to FIG. 15below) is stored. The IC card 119 
(refer to FIG. 5 below) is inserted into the reader/writer 118. 

3. Example of Configuration of a Racing Game Unit 

A racing game unit is an opposite concept of each station 
101 and constitutes a core of the horse race gaming machine 
1 of this embodiment. FIG. 4 is a block diagram of a racing 
game unit 11. As shown in FIG. 4, the racing game unit 11 is 
composed of a main control unit 12, the main monitor 21, the 
speakers 22, the display device 23, a Switch 24, an external 
memory device 25, etc. The main control unit 12 and external 
memory device 25 are provided separately from the main 
monitor 21, the speakers 22, or the display device 23. 
Although the switch 24 is annexed to the main control unit 21, 
it may be provided individually. 
The main control unit 12 is generally composed of a micro 

computer 45 as the kernel comprising a CPU 41, a RAM 42, 
a ROM43 and abus 44 for transferring data mutually between 
these elements. The RAM 42 and the ROM 43 are connected 
to the CPU 41 via the bus 44. The RAM 42 is a memory for 
temporarily storing a variety of data which have been oper 
ated in the CPU 41. The ROM 43 stores various types of 
programs, data tables or the like for executing necessary 
processes to control the horse race gaming machine 1. 
An image processing circuit 31 is connected to the micro 

computer 45 via an I/O interface 46. The image processing 
circuit 31 is connected to the main monitor 21 and controls 
driving of the main monitor 21. 
The image processing circuit 31 is composed of a program 

ROM, an image ROM, an image control CPU, a work RAM, 
a VDP (video display processor), and a video RAM, etc. And 
in the program ROM, an image control program related to 
display on the main monitor 21, and various selection tables 
are stored. And, in the image ROM, dot data to form images 
and the like, for example dot data to form images displayed on 
the main monitor 21, are stored. And, based on parameters set 
by the microcomputer 45, the image control CPU determines 
the images displayed on the main monitor 21 among the dot 
data stored beforehand in the image ROM, according to the 
image control program Stored beforehand in the program 
ROM. And, the work RAM works as a temporary memory 
when the image control program is executed in the image 
control CPU. And the VDP forms image data corresponding 
to display contents determined by the image control CPU. 
And the VDP outputs the image data formed thereby to the 
main monitor 21. And the video RAM works as a temporary 
memory when the images are formed by the VDP. 
A sound circuit 32 is connected to the microcomputer 45 

via the I/O interface 46. The speakers 22 are connected to the 
sound circuit 32 and are arranged on both lateral sides of the 
main monitor 21. The speakers 22 output various types of 
effect sound, BGM, etc. when various types of effect are 
performed, by being subjected to output control by the sound 
circuit 32 based on a drive signal from the CPU 41. 
A display device driving circuit 33 is connected to the 

microcomputer 45 via the I/O interface 46. The display device 
23 is connected to the display device driving circuit 33. The 
display device 23 is disposed on the upper side of the main 
monitor 21 and displays information about games in general, 
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by being subjected to display control by the display device 
driving circuit 33 based on a drive signal from the CPU 41. 
A switch circuit 34 is connected to the microcomputer 45 

via the I/O interface 46. The switch 24 is connected to the 
switch circuit 34 and is arranged in the lower part of the main 
monitor 21. The Switch 24 inputs an instruction by an opera 
tor's setting operation into the CPU 41 based on a switch 
signal from the switch circuit 34. 
The external memory device 25 is connected to the micro 

computer 45 via the I/O interface 46. The external memory 
device 25 is arranged in the periphery of the main monitor 21 
and has capability similar to the image ROM in the image 
processing circuit 31, by storing dot data for forming images, 
Such as dot data for forming images on the main monitor 21. 
Thus, when determining any image to be displayed on the 
main monitor 21, the image control CPU in the image pro 
cessing circuit 31 adds the dot data stored in advance in the 
external memory device 25 to a target of the determination. 
A communication interface 36 is connected to the micro 

computer 45 via the I/O interface 46. A sub control unit 102 of 
each station 101 is connected to the communication interface 
36. This enables bidirectional communication between the 
CPU 41 and each Station 101. The CPU 41 can receive and 
transmit a command, request and data from/to each station 
101 via the communication interface 36. Therefore, in the 
horse race gaming machine 1, the main control unit 12 con 
trols progress of the horse racing game in cooperation with 
each station 101. 

4. Example of Configuration of a Station 

FIG.5 is a block diagram of a station 101. As shown in FIG. 
5, the station 101 is composed of the sub control unit 102, the 
sub monitor 113, the touch panel 114, the bill identifying 
device 115, the ticket printer 116, the IC card issuing device 
117, the reader/writer 118, etc. 
The sub control unit 102 is generally composed of a micro 

computer 135 as the kernel comprising a CPU 131, a RAM 
132, a ROM 133 and a bus 134 for transferring data mutually 
between these elements. The RAM 132 and the ROM 133 are 
connected to the CPU 131 via the bus 134. The RAM 132 is 
a memory for temporarily storing a variety of data which have 
been operated in the CPU 131. The ROM 133 stores various 
types of programs, data tables or the like for executing nec 
essary processes to control the horse race gaming machine 1. 
A sub monitor driving circuit 121 is connected to the 

microcomputer 135 via an I/O interface 136. The sub monitor 
113 is connected to the sub monitor driving circuit 121. The 
sub monitor driving circuit 121 controls driving of the sub 
monitor 113 based on a drive signal from the aforementioned 
racing game unit 11. The Sub monitor driving circuit 121 has 
also similar configuration and capabilities to the image pro 
cessing circuit 31 as shown in FIG. 4 above, and controls 
driving of the sub monitor 113 so that the regular BET image, 
the high BET image, the owner image or the entry-possible 
race image described later are displayed. 
A touch panel driving circuit 122 is connected to the micro 

computer 135 via the I/O interface 136. The touch panel 114 
is connected to the touch panel driving circuit 122 and is 
arranged on the screen of the sub monitor 113. The touch 
panel 114 inputs an instruction into the CPU 131 through 
touch operation of a player (touch position), based on a coor 
dinate signal from the touch panel driving circuit 122. 
A bill identifying driving circuit 123 is connected to the 

microcomputer 135 via the I/O interface 136. The bill iden 
tifying device 115 is connected to the bill identifying driving 
circuit 123. The bill identifying device 115 identifies whether 
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6 
or not a bill or a bar coded ticket is appropriate. When receiv 
ing a legitimate bill, the bill identifying device 115 inputs a 
value of the bill into the CPU 131 based on an identification 
signal from the bill identifying driving circuit 123. In addi 
tion, when receiving a legitimate bar coded ticket, the bill 
identifying device 115 inputs a credit amount, etc. recorded 
on the bar coded ticket into the CPU 131 based on an identi 
fication signal from the bill identifying driving circuit 123. 
A ticket printer driving circuit 124 is connected to the 

microcomputer 135 via the I/O interface 136. The ticket 
printer 116 is connected to the ticket printer driving circuit 
124. The ticket printer 116 prints on a ticket a bar code 
representative of coded data such as owned credit amount, 
etc., stored in the RAM 132, and outputs it as a bar coded 
ticket, by being subjected to output control by the ticket 
printer driving circuit 124 based on a drive signal to be out 
putted from the CPU 131. 
The IC card issuing device 117 is connected to the micro 

computer 135 via the I/O interface 136. With an output con 
trolled based on a drive signal to be outputted from a CPU 
131, the IC card issuing device 117 issues an IC card 119 that 
stores data such as horse owner information 501 (refer to FIG. 
15 below), etc. 
The reader/writer 118 is connected to the microcomputer 

135 via the I/O interface 136. With a drive controlled based on 
a drive signal to be outputted from the CPU 131, the reader/ 
writer 118 inputs information read from an IC card 119 into 
CPU 131 or stores various types of information such as horse 
owner information 501 (refer to FIG. 15 below) into an IC 
card 119. 
A communication interface 125 is connected to the micro 

computer 135 via the I/O interface 136. The main control unit 
12 of the racing game unit 11 is connected to the communi 
cation interface 125. This enables bidirectional communica 
tion between the CPU 131 and the racing game unit 11. The 
CPU 131 can receive and transmit a command, request and 
data from/to the racing game unit 11 via the communication 
interface 125. Therefore, in the horse race gaming machine 1, 
the sub control unit 102 controls progress of the horse racing 
game in cooperation with the racing game unit 11. 

5. Example of Game Operations of a Horse Race 
Gaming Machine 

In the following, a description is made on an example of 
game operations of the horse race gaming machine 1 of this 
embodiment. FIG. 17 is a flow chart diagram showing one 
example of game operations in the horse race gaming 
machine 1 of this embodiment. It is to be noted that respective 
stations 101 perform similar game operations respectively in 
cooperation with the racing game unit 11. In order to avoid 
any complication, however, only one station 101 is shown in 
FIG. 17. 
The racing game unit 11 performs respective operations 

from S1001 to S1006. 
First, in S1001, the main control unit 12 executes a racing 

game preparation process. In this process, for this racing 
game which constitutes a horse racing game, the CPU 41 
determines a track, starterhorse, start time, etc., and reads data 
on them from the ROM 43. 

In S1002, the main control unit 12 transmits racing game 
information. In this transmission, the CPU 41 transmits 
respective data on the track, starter horse, start time, etc. of 
this racing game to each station 101, as racing game infor 
mation. 

In S1003, the main control unit 12 determines whether or 
not the present time is race start time of the racing game. In 
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this determination, the CPU 41 checks time until the time to 
start this racing game is reached (S1003: NO). 
The CPU 41 may also determine whether or not the present 

time is the time to start this racing game, by timing an interval 
from the last racing game. 
When the time to start this racing game is reached (S1003: 

YES), the process proceeds to S1004 and the main control 
unit 12 executes a racing game display process. In this pro 
cess, based on the determination in S1001 above, the CPU 41 
not only displays race images of this racing game on the main 
monitor 21 but also outputs Sound of this racing game from 
the speakers 22. 

In S1005, the main control unit 12 executes a racing game 
result process. In this process, the CPU 41 calculates a payout 
amount of the respective stations 101, based on the racing 
game result in S1004 above and BET information transmitted 
by the respective stations 101 in S105 below, etc. 

In S1006, the main control unit 12 transmits racing game 
payout information. In this transmission, the CPU 41 trans 
mits to the respective corresponding stations 101 respective 
payout amounts, etc. in S1005 above, as racing game payout 
information. 

Thereafter, similar processes are also repeated in the next 
racing game. 

Meanwhile, in the respective stations 101, respective 
operations of S101 to S107 are performed. 

First, in S101, the sub control unit 102 executes a BET 
image display process. The respective stations 101 execute 
the BET image display process based on the flow chart of 
FIG 1. 

First, in S201, the sub control unit 102 executes a regular 
denomination process. In this process, the CPU 131 displays 
a regular BET image of this racing game on the Sub monitor 
113, based on the data related to the racing game information 
transmitted by the racing game unit 11 in S1002 above. FIG. 
6 shows one example of the regular BET image displayed on 
the sub monitor 113. 
As shown in FIG. 6, in a regular BET image displayed on 

the screen of the sub monitor 113 covered by the light trans 
missive colorless touch panel 114 are provided a horse num 
ber display area 201, a horse name display area 202, a basic 
power display area 203 that displays speed and stamina by a 
bar graph, a performance display area 204 that displays orders 
of arrival in last five races, a brief comment display area 205 
that displays the condition of this racing game by an arrow, a 
betting ticket purchase button display area 206 where a bet 
ting ticket purchase button of a quinella-type bet in which a 
player randomly picks a combination of horse numbers that 
will finish in the first place and in the second place in order to 
win, odds or BET amounts are displayed together, etc. 

In addition, in the regular BET image are provided a help 
button 211, a time display area 212, a 1 BET button 213A, a 
5 BET button 214A, a 10 BET button 215A, a 50 BET button 
216A, a cancel button 217, a CASHOUT button 218, a BET 
amount display area 219, a payout amount display area 220, 
a credit amount display area 221, a betting ticket type Switch 
button 222, an owner button 232, an entry point display area 
231, etc. 
The help button 211 is a button that a player touches to 

display a method of BET operation, etc. on the sub monitor 
113. The time display area 212 displays BET time in terms of 
the remaining time. The 1 BET button 213A is a button that a 
player touches to set so that “1” is added to the present BET 
amount. The 5 BET button 214A is a button that a player 
touches to set so that “5” is added to the present BET amount. 
The 10 BET button 215A is a button that a player touches to 
set so that “10” is added to the present BET amount. The 50 
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8 
BET button 216A is a button that a player touches to set so 
that “50' is added to the present BET amount. Accordingly, 
the denomination of the regular BET image is “1”. In other 
words, the minimum bet amount that a player can specify in 
the regular BET image is “1”. 
The cancel button 217 is a button that a player touches to 

cancel the setting of addition to the BET amount. The CASH 
OUT button 218 is a button that a player touches to be paid out 
the number of coins corresponding to a player's own credit 
amount in bar coded tickets printed by the ticket printer 116. 
The BET amount display area 219 displays the total BET 
amount that a player sets for this racing game. The payout 
amount display area 220 displays a payout amount of this 
racing game. The credit amount display area 221 displays a 
player's own credit amount. 

Touching any of the betting ticket purchase buttons within 
the betting ticket purchase button display area 206 after 
touching any of the respective BET buttons 213A, 214A, 
215A, and 216A, a player can perform the BET operation of 
the quinella-type bet. For example, if a player touches the 
betting ticket purchase button for “1-2 in the betting ticket 
purchase button display area 206 after touching the 10 BET 
button 215A, the player can set addition of “10 to the present 
BET amount for a combination of No. 1 and No. 2, as a 
combination of horse numbers that the player forecasts will 
finish in the first or second places in no particular order. The 
present BET amount for respective combinations of horse 
numbers are displayed next to the betting ticket purchase 
buttons corresponding to the respective combinations. 

Although the regular BET image shown in FIG. 6 is for the 
quinella-type bet. Such respective types of betting as win, 
place, bracket quinella, quinella place, exacta, trio, trifecta, 
etc. are also available, and every time a player touches the 
betting ticket type switch button 222, the regular BET image 
changes to a regular BET image of a different type. 

Various data in the regular BET image such as horse names 
and odds, etc. is included in data on the racing game infor 
mation transmitted by the racing game unit 11 in S1002 
above. 
The owner button 232 is a button that a player touches 

when he/she wants to purchase a racehorse. The entry point 
display area 231 displays entry points owned by a player. 

Returning to FIG. 1, in S202, the sub control unit 102 
determines whether or not a race entry has been made. In this 
determination, the CPU 131 makes a determination based on 
the data related to race entry information stored in the RAM 
132, etc. described later. Then, if the race entry has been made 
(S202:YES), the process proceeds to S205 below. In this case 
(S202: YES), the player is an owner of any racehorse. The 
player has also made the race entry of his/her own racehorse 
in any racing game. In contrast, if the race entry has not been 
made (S202: NO), the process proceeds to S203. 

In S203, the sub control 102 determines whether or not an 
IC card 119 is inserted into the reader/writer 118. In this 
determination, the CPU 131 makes a determination based on 
the data on whether or not there is an IC card 119 transmitted 
by the reader/writer 118, etc. Now if an IC card 119 is not 
inserted into the reader/writer 118 (S203: NO), the process 
proceeds to S210 below. In contrast, if an IC card 119 is 
inserted into the reader/writer 118 (S203: YES), the process 
proceeds to S204. 

In S204, the sub control unit 102 determines whether or not 
a player is an owner of any racehorse. In this determination, 
the CPU 131 makes a determination based on the data on 
horse owner information 501 (refer to FIG. 15 below) stored 
in the RAM 132 or an IC card 119, etc. The horse owner 
information 501 (refer to FIG. 15 below) stored in an IC card 
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119 is read out by the reader/writer 118 and inputted into the 
CPU 131. Now, if a player is not an owner of any racehorse 
(S204: NO), the process proceeds to S210 below. In contrast, 
if the player is an owner of any racehorse (S204: YES), the 
process proceeds to S205. 5 

In S205, the sub control unit 102 executes a sub monitor 
display process. In this process, the CPU 131 changes the 
regular BET image being displayed on the sub monitor 113 to 
a regular BET image as shown in FIG. 7. In other words, a 
denomination button 233 is synthesized and displayed on the 
regular BET image as shown in FIG. 6. The denomination 
button 233 includes a regular button and a high button. 

In S206, the sub control unit 102 determines whether or not 
a player has touched the regular button. In this determination, 
based on a coordinate signal from the touch panel driving 
circuit 122, the CPU 131 determines whether or not the player 
has touched the regular button included in the denomination 
button 233. Now, if the player has touched the regular button 
(S206: YES), the process proceeds to S210 below. In contrast, 20 
if the player has not touched the regular button (S206: NO), 
the process proceeds to S207. 

In S207, the sub control unit 102 determines whether or not 
the player has touched the high button. In this determination, 
based on a coordinate signal from the touch panel driving 25 
circuit 122, the CPU 131 determines whether or not the player 
has touched the high button included in the denomination 
button 233. Now, if the player has not touched the high button 
(S207: NO), the process returns to S206 above. In contrast, if 
the player has touched the high button (S207. YES), the 30 
process proceeds to S208. 

In other words, the respective determination processes of 
S206 and S207 above are repeated until the player touches 
either the regular button or the high button included in the 
denomination button 233. However, similar to the determina- 35 
tion process in S103 below, the sub control unit 102 deter 
mines whether or not the BET time has elapsed even while the 
respective determination processes of S206 and S207 above 
are being repeated. If the sub control unit 102 determines that 
the BET time has elapsed before the player touches either the 40 
regular button or the high button included in the denomina 
tion button 233, the process is forced to proceed to S210 
below. 

In S208, the sub control unit 102 executes a high denomi 
nation process. In this process, the CPU 131 displays a high 45 
BET image of this racing game on the sub monitor 113. FIG. 
8 shows one example of the high BET image displayed on the 
sub monitor 113.0062. In the high BET image are provided 
a 2BET button 213B, a 10 BET button 214B, a 20 BET button 
215B, and a 100 BET button 216B. Thus, in the high BET 50 
image, the bet amounts of the respective BET buttons are 
twice as large as those in the regular BET image (refer to FIG. 
6 and FIG. 7 above). Accordingly, the denomination of the 
high BET image is “2. In other words, the minimum bet 
amount that a player can specify in the high BET image is “2. 55 
In contrast, the minimum betamount that a player can specify 
in the regular BET image (refer to FIG. 6 and FIG. 7 above) is 
“1”. Accordingly, the denomination of the high BET image is 
twice the denomination of the regular BET image (refer to 
FIG. 6 and FIG. 7 above). 60 

In addition, in the high BET image are provided a race 
button 234 or a message display area 235. The race button 234 
is a button that a player touches when he/she wishes to make 
a race entry of his/her own racehorse in a racing game. The 
message display area 235 displays a message (“ODDSx2) 65 
indicating that odds will be twice as large as those in the 
regular BET image (refer to FIG. 6 and FIG. 7 above). 
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Except for these points, the high BET image is same as the 

regular BET image (refer to FIG. 6 above), and thus details 
thereof are omitted. 

In S209, the sub control unit 102 executes a high odds 
process. In this process, the CPU 131 stores in the RAM 132 
the data showing that the odds are doubled, in order to have it 
included in BET information to be transmitted to the racing 
game unit 11 in S105 below. 

In S210, the sub control unit 102 executes an image control 
process. In this process, the CPU 131 performs necessary 
other display controls over the regular BET image or the high 
BET image displayed on the sub monitor 113. Thereafter, the 
process proceeds to S102 of FIG. 6. 

Returning to FIG. 17, in S102, the sub control unit 102 
executes a BET operation acceptance process. In this process, 
based on a coordinate signal from the touch panel driving 
circuit 122, the CPU 131 identifies the content of the player's 
BET operation for this racing game and stores it in the RAM 
132. The CPU 131 also checks time when each BET opera 
tion is performed and stores it in the RAM 132. The CPU 131 
reflects the content of the player's BET operation in the 
display of the BET images of the sub monitor 113. 

In S103, the sub control unit 102 determines whether or not 
the BET time has elapsed. In this determination, the CPU 131 
checks time until the BET time has elapsed. The BET time is 
computed by the CPU 131 based on the data on the racing 
game information transmitted by the racing game unit 11 in 
S1002 above, and begins before this racing game starts and 
ends at predetermined timing while this racing game is in 
progress. 

In addition, the sub control unit 102 may determine that the 
BET time has elapsed, when the remaining time displayed in 
the time display area 212 on the regular BET image or the 
high BET image of the sub monitor 113 runs out. 

Till the BET time elapses (S103: NO), the sub control unit 
102 returns to S102 above, and continues with the BET opera 
tion acceptance process. When the BET time has elapsed 
(S103: YES), the process proceeds to S104 and the sub con 
trol unit 102 determines whether or not there is a BET. In this 
determination, the CPU 131 determines whether or not there 
is a BET setting for this racing game based on what is stored 
in S102 above. 

Only when the sub control unit 102 determines that there is 
a BET (S104:YES), the process proceeds to S105 and the sub 
control unit 102 transmits BET information. In this transmis 
sion, the CPU 131 transmits to the racing game unit 11 the 
data on the memory content in S209 or S102 above, as BET 
information. 

In S106, the sub control unit 102 executes an entry point 
increasing process. In this process, the CPU 131 updates the 
player's own entry points stored in the RAM 132, by adding 
points corresponding to the content of the player's BET 
operation on this racing game to the player's own entry 
points. The added entry points are equal to a certain propor 
tion of the total BET amount the player sets for this racing 
game. The CPU 131 displays the entry points after the addi 
tion in the entry point display area 231 on the regular BET 
image or the high BET image of the sub monitor 113. 

In S107, the sub control unit 102 executes a racing game 
payout process. In this process, based on the data on the 
racing game payout information transmitted by the racing 
game unit 11 in S1006 above, the CPU 131 updates not only 
the player's own credit amount stored in the RAM 132, but 
also the display in the payout amount display area 220 or the 
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credit amount display area 221 on the regular BET image or 
the high BET image of the sub monitor 113. 

6. Example of Operations for Becoming a Racehorse 
Owner 

In the following, an example of operations for becoming a 
racehorse owner in the horse race gaming machine 1 of this 
embodiment is described. FIG. 18 is a flow chart diagram 
showing one example of an owner process. 

In the respective stations 101, triggered by a players 
touching the owner button 232 on the regular BET image or 
the high BET image of the sub monitor 113, the owner pro 
cess is executed based on the flow chart of FIG. 18. 

First, in S301, the sub control unit 102 determines whether 
or not the player has touched the owner button 232. In this 
determination, the CPU 131 determines whether or not the 
player has touched the owner button 232, based on a coordi 
nate signal from the touch panel driving circuit 122. Now, if 
the player has not touched the owner button 232 (S301: NO), 
this owner process terminates. In contrast, if the player has 
touched the owner button 232 (S301: YES), the process pro 
ceeds to S302. 

In S302, the sub control unit 102 executes an owner image 
display process. In this process, the CPU 131 displays an 
owner image on the sub monitor 113 based on the data on 
owner image information received through bidirectional 
communication with the racing game unit 11. FIG. 9 shows 
one example of the owner image displayed on the Sub monitor 
113. 
As shown in FIG. 9, in the owner image displayed on the 

sub monitor 113 covered by the light transmissive colorless 
touch panel 114 are provided a racehorse page display area 
301, a previous page button 303, a next page button 304, a 
purchase button 305, a cancel button 306 and a message 
display area 307, etc. 

Three racehorse designation buttons 302A, 302B, and 
302C are provided in the racehorse page display area 301. The 
respective racehorse designation buttons 302A, 302B, and 
302C display videos of racehorses that a player can purchase 
and their respective designation numbers. A player can des 
ignate a racehorse that he/she wishes to purchase, by touching 
each racehorse designation button 302A, 302B and 302C. 

In the racehorse page display area 301, video of the 3 
racehorses that a player can purchase is displayed. If the 
number of racehorses that a player can purchase is more than 
3, a plurality of the racehorse page display areas 301 will be 
generated. By touching the previous page button 303 or the 
next page button 304, a player can display any of the plurality 
of racehorse display areas 301 on the owner image of the sub 
monitor 113. 

It is to be noted that the data on racehorses that a player can 
purchase is included in the owner image information received 
through bidirectional communication with the racing game 
unit 11 in S302 above. 

The purchase button 305 is a button that a player touches 
when determining a purchase of the designated racehorse. 
The cancel button 306 is a button that a player touches when 
aborting a purchase of a racehorse. The message display area 
307 displays the message “REQUIRED 20 CREDITS TO 
PURCHASE ARACEHORSE. 

In S303, the sub control unit 102 determines whether or not 
the player has the ability to pay. As shown in the message 
displayed in the message display area 307, in this embodi 
ment, 20 credits are required to purchase a racehorse. There 
fore, in this determination, the CPU 131 determines that the 
player has the ability to pay if the player's own credit amount 

10 

15 

25 

30 

35 

40 

45 

50 

55 

60 

65 

12 
stored in the RAM 132 is not less than 20 credits. If the player 
has no ability to pay (S303: NO), this owner process termi 
nates. In contrast, if the player has the ability to pay (S303: 
YES), the process proceeds to S304. 

In S304, the sub control unit 102 executes an owner's 
operation acceptance process. In this process, the CPU 131 
identifies the content of the player's BET operation in the 
owner image of the sub monitor 113, based on a coordinate 
signal from the touch panel driving circuit 122, and stores it in 
the RAM 132. The CPU 131 reflects the content of the play 
er's BET operation in the display of the owner image of the 
sub monitor 113. 

In S305, the sub control unit 102 determines whether or not 
the player has touched the cancel button 306. In this determi 
nation, the CPU 131 determines whether or not the player has 
touched the cancel button 306 based on a coordinate signal 
from the touch panel driving circuit 122. Now, if the player 
has touched the cancel button 306 (S305: YES), this owner 
process terminates. In contrast, if the player has not touched 
the cancel button 306 (S305: NO), the process proceeds to 
S306. 

In S306, the sub control unit 102 determines whether or not 
the player has touched the purchase button 305. In this deter 
mination, the CPU 131 determines whether or not the player 
has touched the purchase button 305 based on a coordinate 
signal from the touch panel driving circuit 122. Now, if the 
player has not touched the purchase button 305 (S306: NO), 
the process returns to S302 above. In contrast, if the player has 
touched the purchase button 305 (S306: YES), the process 
proceeds to S307. 

In S307, the sub control unit 102 executes an owner infor 
mation obtaining process. In this process, the CPU 131 
receives owner information through bidirectional communi 
cation with the racing game unit 11. This owner information 
includes data obtained as a result of causing the racing game 
unit 11 to check whether or not the racehorse designated by 
the player is purchasable. If the racehorse is purchasable, the 
racing game unit 11 puts the racehorse into purchase reserved 
state to prevent other player from purchasing the racehorse. 

In the racing game unit 11, the CPU 41 controls respective 
racehorses by means of a character ID. For example, as per the 
data table shown in FIG. 13, the racehorses are associated 
with the character IDs. Such the table is stored in the RAM42 
or the external memory device 25, etc. 

In addition, by associating the character IDs with player 
IDs, the racing game unit 11 determines whether or not a 
racehorse is purchasable. For example, as per the data table 
shown in FIG. 14, the character IDs are associated with the 
player IDs. Such the data table is stored in the RAM 42 or the 
external storage unit 25, etc. 
By referring to an association between the character IDs 

and the playerIDs, the racing game unit 11 can also determine 
whether or not a player identified by the player ID is an owner 
of any racehorse. In addition, in the purchase reserved State 
described above, in the data table as shown in FIG. 14, for 
example, the racing game unit 11 controls so that the charac 
ter ID of the racehorse to be reserved can only be associated 
with the player ID of the player of that particular reservation. 

In S308, the sub control unit 102 determines whether or not 
the racehorse designated by the player is purchasable. In this 
determination, the CPU 131 makes a determination based on 
the data on the owner information received in S307 above. 
Now, if the racehorse designated by the player is not purchas 
able (S308: NO), the process returns to S302 above. In con 
trast, if the racehorse designated by the player is purchasable 
(S308: YES), the process proceeds to S309. 
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In S309, the sub control unit 102 executes a payout process. 
In this process, by deducting credit amounts necessary for 
purchasing a racehorse from the player's own credit amount, 
the CPU 131 updates not only the player's own creditamount 
stored in the RAM 132 but also the display in the credit 
amount display area 221 on the regular BET image or high 
BET image of the sub monitor 113. 

In S310, the sub control unit 102 executes an ownerships 
connections data generation process. In this process, the CPU 
131 generates a player ID according to predetermined rules. 
However, if an IC card 119 is inserted into the reader/writer 
118, the CPU 131 uses the player ID included in horse owner 
information 501 (refer to FIG. 15 below) of the IC card 119. 
In addition, the CPU 131 links a character ID of a racehorse of 
the purchase object with its player ID. 

In S311, the sub control unit 102 executes a character 
peculiar data random generation process. In this process, 
using random numbers, the CPU 131 generates character 
peculiar data on characters of a racehorse of the purchase 
object. 

In S312, the sub control unit 102 executes a horse owner 
information generation process. In this process, the CPU 131 
generates horse owner information 501 as shown in FIG. 15. 
In the horse owner information 501, the character peculiar 
data generated in S311 above is linked with the character ID 
and the player ID thereof that were linked to each other in 
S310 above. In other words, the horse owner information 501 
includes the data 502 on player ID generated in S310 above, 
the data 503 on the character ID of the racehorse of the 
purchase object, and the character peculiar data 504 gener 
ated in S311 above. 
When the horse owner information 501 is stored in the 

RAM132 by the CPU 131, it is transmitted to the racing game 
unit 11 at the same time. In the racing game unit 11, the CPU 
41 stores the horse owner information 501 in the RAM 42 or 
the external memory device 25, etc. In addition, in the racing 
game unit 11, the CPU 41 associates character IDs with 
player IDs based on the horse owner information 501. 

In S313, the sub control unit 102 executes an IC card 
issuing process. In this process, the CPU 131 causes the IC 
card issuing device 117 to issue an IC card 119 storing the 
horse owner information 501. 

In S314, the sub control unit 102 determines whether or not 
to continue operation in the owner image of the Sub monitor 
113. Now, if a player touches any part of the owner image 
within a predetermined period of time from when the IC card 
issuing device 117 is caused to issue an IC card 119, the CPU 
131 determines that the operation continues in the owner 
image of the sub monitor 113. Therefore, in this determina 
tion, the CPU 131 determines whether or not the player has 
touched any part of the owner image of the sub monitor 113, 
based on a coordinate signal from the touch panel driving 
circuit 122. Now, if the operation continues in the owner 
image of the sub monitor 113 (S314: YES), the process 
returns to S302 above. In contrast, if the operation does not 
continue in the owner image of the sub monitor 113 (S314: 
NO), this owner process terminates. 

In this respect, the CPU 131 may be such configured that 
the process of this S314 is implemented, by providing a 
continue button 315 or a return button 316 in the owner image 
of the sub monitor 113, as shown in FIG. 10. 
When this owner process terminates, the sub monitor 113 

returns to the condition before this owner process starts. 
Therefore, the sub monitor 113 displays the regular BET 
image above or the high BET image above. 
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7. Example of Operations for Making a Race Entry 

of a Player's Racehorse in a Racing Game 

In the following, the example of operations for making a 
race entry of a player's racehorse in a racing game in the horse 
race gaming machine 1 according to this embodiment is 
described. FIG. 19 is a flow chart diagram showing one 
example of an entry process. 

In the respective stations 101, triggered by a player's 
touching the race button 234 on the high BET image of the sub 
monitor 113, the entry process is executed based on the flow 
chart of FIG. 19. 

First, in S401, the sub control unit 102 determines whether 
or not a player has touched the race button 234. In this deter 
mination, the CPU 131 determines whether or not the player 
has touched the race button 234 based on a coordinate signal 
from the touch panel driving circuit 122. Now, if the player 
has not touched the race button 234 (S401: NO), this entry 
process terminates. In contrast, if the player has touched the 
race button 234 (S401: YES), the process proceeds to S402. 

In S402, the sub control unit 102 executes an entry-pos 
sible race image display process. In this process, the CPU 131 
displays an entry-possible race image on the Sub monitor 113, 
based on the data on entry-possible race image information 
received through bidirectional communication with the rac 
ing game unit 11. FIG. 11 and FIG. 12 show one example of 
the entry-possible race image displayed on the Sub monitor 
113. 
As shown in FIG. 11, in the entry-possible race image 

displayed on the sub monitor 113 covered by the light trans 
missive colorless touch panel 114 is provided an entry-pos 
sible race display area 401, a player's horse display area 402, 
an entry button 403, a cancel button 404 and a message 
display area 405, etc. 

In the entry-possible race display area 401 is provided with 
respective columns for an entry possible race, a maximum 
entry, and a remaining entry. The entry possible race column 
displays a name of a racing game in which a race entry of a 
racehorse is possible. Parts where those names are displayed 
are used as designation buttons 401A, 401B, 401C, 401D, 
401E, 401F, and 401G for a player to designate a racing game. 
The maximum entry column displays the number of race 
horses that run in a racing game. The remaining entry column 
displays the number of racehorses that can make a race entry 
in a racing game. 
The player's horse display area 402 displays racehorses 

whose owner is a player. Parts in which those racehorses are 
displayed are used as designation buttons 402A, 402B for a 
player to designate a racehorse. 
The data on the entry-possible race display area 401 or the 

player's horse display area 402 is included in the entry-pos 
sible race image information received through bidirectional 
communication with the racing game unit 11 in S402 above. 
The entry button 403 is a button that a player touches when 

he/she wishes to make a race entry of a designated racehorse 
in a designated racing game. The cancel button 404 is a button 
that the player touches to stop race entry. The message display 
area 405 displays a message “REQUIRED 20 CREDITS 
FOR A RACE ENTRY. 

In S403, the sub control unit 102 determines whether or not 
the player has the ability to pay. As per the message displayed 
in the message display area 405, in this embodiment, 20 
credits are required to make a race entry of one racehorse. 
Therefore, in this determination, the CPU 131 determines that 
the player has the ability to pay when the player's own credit 
amount stored in the RAM 132 are not less than 20 credits. If 
the player has no ability to pay (S403: NO), this entry process 
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terminates. In contrast, if the player has the ability to pay 
(S403: YES), the process proceeds to S404. 

In S404, the sub control unit 102 executes a race operation 
acceptance process. In this process, the CPU 131 identifies 
the content of the player's operation in the entry-possible race 
image of the Sub monitor 113, based on a coordinate signal 
from the touch panel driving circuit 122 and stores it in the 
RAM 132. The CPU 131 reflects the content of the player's 
operation in the display of the entry-possible race image of 
the sub monitor 113. 

In S405, the sub control unit 102 determines whether or not 
the player has touched the cancel button 404. In this determi 
nation, the CPU 131 determines whether or not the player has 
touched the cancel button 404 based on a coordinate signal 
from the touch panel driving circuit 122. Now, if the player 
has touched the cancel button 404 (S405: YES), this entry 
process terminates. In contrast, if the player has not touched 
the cancel button 404 (S405: NO), the process proceeds to 
S4O6. 

In S406, the sub control unit 102 determines whether or not 
the player has touched the entry button 403. In this determi 
nation, the CPU 131 determines whether or not the player has 
touched the entry button 403 based on a coordinate signal 
from the touch panel driving circuit 122. Now, if the player 
has not touched the entry button 403 (S406: NO), the process 
returns to S402 above. In contrast, if the player has touched 
the entry button 403 (S406: YES), the process proceeds to 
S4O7. 

In S407, the sub control unit 102 executes an entry-pos 
sible race information obtaining process. In this process, the 
CPU 131 receives entry-possible race information through 
bidirectional communication with the racing game unit 11. 
This entry-possible race information includes data as a result 
of causing the racing game unit 11 to check whether or not a 
racehorse designated by the player can make a race entry in a 
designated racing game. If the race entry is possible, the 
racing game unit 11 puts that race entry into a reserved state. 

In the racing game unit 11, the CPU 41 controls race entries 
of respective racing games by means of character IDs. For 
example, as per the data table shown in FIG.16, a racing game 
and character IDs are associated. Such the data table is stored 
in the RAM 42 or the external memory device 25, etc. 

In S408, the sub control unit 102 determines whether or not 
a racehorse designated by the player can make a race entry in 
a designated racing game. In this determination, the CPU 131 
makes a determination based on the data on the entry-possible 
race information received in S407 above. Now, if the race 
horse designated by the player can make a race entry in the 
designated racing game (S408:YES), the process proceeds to 
S413 below. In contrast, if the racehorse designated by the 
player cannot make a race entry in the designated racing game 
(S408: NO), the process proceeds to S409. 

In this embodiment, it is possible to forcibly make a race 
entry in a racing game designated by a player (refer to S414 
below) on the condition that the player pays 20 points from 
the player's own entry points (refer to S412 below), even 
though there is no longer any racehorse that can make a race 
entry in the racing game. 

In S409, the sub control unit 102 executes a sub monitor 
display process. In this process, the CPU 131 changes the 
entry-possible race image being displayed on the Sub monitor 
131 to an entry-possible race image as shown in FIG. 12. In 
other words, instead of the entry button 403, the cancel button 
404, and the message display area 405 are provided a YES 
button 413, a NO button 414 and a message display area 415. 

The YES button 413 is a button that the player touches to 
ensure race entry of a designated racehorse in a designated 
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racing game. The NO button 414 is a button that the player 
touches to stop race entry of a designated racehorse in a 
designated racing game. The message display area 415 dis 
plays the message “REQUIRED 20 POINTS FOR A RACE 
ENTRY. 

In S410, the sub control unit 102 determines whether or not 
the player has touched the NO button 414. In this determina 
tion, the CPU 131 determines whether or not the player has 
touched the NO button 414 based on a coordinate signal from 
the touch panel driving circuit 122. Now, if the player has 
touched the NO button 414 (S410: YES), the process returns 
to S402 above. Then, the CPU 131 causes the racing game 
unit 11 to cancel the reservation of the race entry described 
above, by transmitting a control signal to the racing game unit 
11. In contrast, if the player has not touched the NO button 
414 (S410: NO), the process proceeds to S411. 

In S411, the sub control unit 102 determines whether or not 
the player has touched the YES button 413. In this determi 
nation, the CPU 131 determines whether or not the player has 
touched the YES button 413, based on a coordinate signal 
from the touch panel driving circuit 122. Now, if the player 
has not touched the YES button 413 (S411: NO), the process 
returns to S410 above. In contrast, if the player has touched 
the YES button 413 (S411: YES), the process proceeds to 
S412. 

In S412, the sub control unit 102 executes an entry point 
deduction process. In this process, by deducting from the 
player's own entry points the points necessary to make a race 
entry in a racing game, the CPU 131 updates not only the 
player's own entry points stored in the RAM 132 but also the 
display in the entry point display area 231 on the high BET 
image of the sub monitor 113. 

In this respect, all of the player's own entry points may be 
deducted. 

It is to be noted that the sub control unit 102 skips a payout 
process of S413 below, if this entry point deduction process is 
executed. 

In S413, the sub control unit 102 executes the payout 
process. In this process, by deducting credit amounts neces 
sary for making a race entry in a racing game from the play 
er's own credit amount, the CPU 131 updates not only the 
player's own credit amount stored in the RAM 132 but also 
the display in the credit amount display area 221 on the high 
BET image of the sub monitor 113. 

In S414, the sub control unit 102 executes a race entry 
process. In this process, when storing in the RAM 132 race 
entry information including data on race entry determination, 
etc. (data showing playerIDS or character IDs, or determina 
tions), the CPU 131 simultaneously transmits it to the racing 
game unit 11. In the racing game unit 11, the CPU 41 asso 
ciates a racing game with a character ID based on data on this 
information. In particular, if the player has paid 20 points 
from the player's own entry points, a race entry in the racing 
game is forcibly done. The racing game unit 11 may enable 
this forcible race entry by increasing the number of race 
horses to run the racing game, or by replacing any of the 
racehorses that have already been registered, with it. 

In S415, the sub control unit 102 determines whether or not 
operation continues in the entry-possible race image of the 
sub monitor 113. Now, if the player touches any part of the 
entry-possible race image of the sub monitor 113 within a 
predetermined period of time from when the player touched 
the YES button 413, the CPU 131 determines that the opera 
tion continues in the entry-possible race image of the Sub 
monitor 113. Thus, if the operation continues in the entry 
possible race image of the sub monitor 113 (S415: YES), the 
process returns to S402 above. In contrast, if the operation 
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does not continue in the entry-possible race image of the Sub 
monitor 113 (S415: NO), this entry process terminates. 
When this entry process terminates, the sub monitor 113 

returns to the condition before the entry process starts. There 
fore, the sub monitor 113 displays the high BET image above. 

8. Others 

In addition, the present invention is not limited to the above 
embodiments, but various changes may be made without 
departing from its scope. 

For example, the characteristics of the present invention 
can be implemented even when configuration is such that the 
BET operations on a racing game result are limited to those 
before the racing game. 
What is claimed is: 
1. A horse race gaming machine comprising: 
a plurality of racing games constituting a horse racing 

game. 
a plurality of stations each provided with: 

a specifying device with which a player specifies a bet 
amount for any of a plurality of racehorses which are 
run in a current racing game in a denomination con 
dition of a first minimum unit; and 

an input device with which a player inputs information 
used for progressing the horse racing game; and 

a processor which is programmed, for progressing the 
horse racing game by controlling the plurality of sta 
tions, to execute processes of: 
(1) determining whether or not a player has become an 
owner of any one of the racehorses based on an input 
made by the player using the input device; and 

(2) changing, in the station at which the player who is 
determined to have become an owner of any one of the 
racehorses is playing, a denomination used at the 
specifying device from the first minimum unit to a 
second minimum unit which is larger than the first 
minimum unit. 

2. The horse race gaming machine of claim 1, further 
comprising: 

a plurality of odds which are ratios used for calculating a 
payout amount to be awarded to a player based on a 
result of the current racing game, wherein: 

the processor is programmed to execute, in the plurality of 
stations, a process of: 
(3) respectively changing a ratio of each of the odds to a 

higher ratio in the station at which the player who is 
determined to have become an owner of any one of the 
racehorses is playing. 

3. The horse race gaming machine of claim 1, further 
comprising: 

a plurality of character IDs which are respectively applied 
to the respective racehorses; 

a plurality of player IDs which are respectively applied to 
players who play at the plurality of Stations; and 

a memory storing data related the plurality of character 
IDs, wherein 

the processor is programmed to execute processes of: 
(a) applying the player ID to a player based on an input 
made by the player using the input device; 

(b) generating ownerships connections data linking the 
character ID of the racehorse whose owner is the 
player to the player ID applied: 

(c) storing the ownerships connections data in the 
memory device; and 
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(d) identifying the racehorse whose owner is the player 

based on the respective ownerships connections data 
stored in the memory. 

4. A horse race gaming machine comprising: 
a plurality of racing games constituting a horse racing 

game. 
a plurality of stations each provided with: 

a specifying device with which a player specifies a bet 
amount for any of a plurality of racehorses which are 
run in a current racing game in a denomination con 
dition of a first minimum unit; 

an input device with which a player inputs information 
used for progressing the horse racing game; and 

a reader into which an IC card storing horse owner 
information related to an owner of the racehorse is 
inserted; and 

a processor which is programmed, for progressing the 
horse racing game by controlling the plurality of sta 
tions, to execute, in the station where the IC card has 
been inserted into the reader, processes of: 
(1) making the reader read out the horse owner informa 

tion in the IC card; 
(2) determining whether or not a player who is playing at 

the station has become an owner of any one of the 
racehorses based on the horse owner information 
which is read out; and 

(3) changing a denomination used at the specifying 
device from the first minimum unit to a second mini 
mum unit larger than the first minimum unit if the 
player who is playing at the station is determined to 
have become an owner of any one of the racehorses. 

5. The horse race gaming machine of claim 4, further 
comprising: 

a plurality of odds which are ratios used for calculating a 
payout amount to be awarded to a player based on a 
result of the current racing game, wherein: 

the processor is programmed to execute, in the plurality of 
stations, a process of: 
(4) respectively changing a ratio of each of the odds to a 

higher ratio in the station at which the player who is 
determined to have become an owner of any one of the 
racehorses is playing. 

6. The horse race gaming machine of claim 4, further 
comprising: 

a plurality of character IDs which are respectively applied 
to the respective racehorses; 

a plurality of player IDs which are respectively applied to 
players who play at the plurality of Stations; and 

a memory storing data related the plurality of character 
IDs, wherein 

the processor is programmed to execute processes of: 
(a) applying the player ID to a player based on an input 
made by the player using the input device; 

(b) generating ownerships connections data linking the 
character ID of the racehorse whose owner is the 
player to the player ID applied: 

(c) storing the ownerships connections data in the 
memory device; and 

(d) identifying the racehorse whose owner is the player 
based on the respective ownerships connections data 
stored in the memory. 


